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Abstract 
The purpose of this paper is to present the product of an action-research project named „Consumer Classroom” which generates 
better consumer education practices in all EU Member States. The main goal of „Consumer Classroom” project was to set up an 
interactive website which was developed to make it easy for teachers to learn about consumer topics, create or choose ready-
made lessons to teach their students and collaborate online with other teachers and classrooms around Europe. The website 
www.consumerclassroom.eu is a multilingual pan European website dedicated to the teachers, all across EU, of students aged 12-
18. 
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Introduction 
 
In this globalization world, which promotes ideas’ mobility, knowledge exchanges due to the free movement of the 
people, the European Commission, by the Directorate General for Health and Consumers and Executive Agency 
Health & Consumer, promoted a judicious policy of educating the consumer and since 2005 has launched the e-
learning projects, knowing the impact of virtual environments, especially among young people. 
The goals of this endeavour were to form and develop competencies, both teachers and, especially, students, in the 
consumerism, in interculturalism, in sustainable development and finally in globalization.  
This paper has the purpose to present the product of an action-research project (promoted by EU, DG-SANCO and 
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EAHC) which generates better consumer education practices in all EU Member States, and, on the other hand, to 
notice its relation with the new theory of learning - connectivism. 
So, the first project 2005-2011, was called „Dolceta” (Development of On Line Consumer Education Tools for 
Adults) and had the goal to set up a website and, at the beginning, had the adults as target group. In time, thinking 
that future adults are now the youth, it adapted to the real needs of consumer education and passed to cover new 
target groups: students from primary and secondary schools (gymnasium and secondary high school) from all 27 EU 
Member States. 
Under this big project, which Romania joined in 2007, after joining the EU, and the “Aurel Vlaicu” University of 
Arad became the National Team Partner (NTP) of the International Consortium led by EUCEN, we have done eight 
learning modules on the themes of consumer education (i.e. consumer rights, financial services, product safety, 
services, teacher’s corner, etc), presented on asynchronous way, on the European Project site www.dolceta.eu. 
For the Romanian team, “Dolceta” project meant: research the latest information on the required themes to be 
developed, structuring at the level of understanding of the target groups, putting in the e-learning format, designing 
lessons plans, setting up pedagogical auxiliaries, conceiving interactive quizzes and their presentation  on the site in 
an as attractive manner as possible. 
Because EC considered that “Dolceta” site wasn’t sufficiently interactive, in 2011 it has commissioned a new 
project, named first “Dolceta 2.0”, and from 2012, “Consumer Classroom” (CC).  
The main goal of „Consumer Classroom” project was to set up an interactive website for promoting the same field – 
consumer education - as the “Dolceta” project did, encouraging and facilitating its teaching in European secondary 
schools. 
Taking into consideration the results obtained by the Dolceta project, the „Aurel Vlaicu” University of Arad was 
invited by the new European Consortium, lead by ADETEF – France, to join this new project, as National Team 
Partner, with responsibilities into the research-action field for the new website www.consumerclassroom.eu [1], 
which is a multilingual pan European website dedicated to the teachers, all across EU, of students aged 12-18.  
CC Project has now 5 main partners in Consortium (one from Romania - Siveco Bucharest), 28 National Partners 
(one from each EU Member States, from Romania is „Aurel Vlaicu” University of Arad with prof. dr. Dorin Herlo 
as National Team Leader - http://www.consumerclassroom.eu/ro/content/parteneri-de-echip%C4%83-
na%C5%A3ionali?page=1, [2]) and other 42 different partners (14 from European level, 28 from National level - 2 
from Romania). All these European or National Bodies, work for improving and promotion of the website, in benefit 
of the teachers from everywhere, who teach students in the consumer education domain. 
 
“Consumer Classroom” European Website. A product of action-research project 
 
As mentioned above, CC Project has the aim to enhance learning process in consumer education field, for students 
aged 12-18 age and their teachers, being a virtual learning tool that generates educational resources for this new 
branch of educational sciences: consumer education.  
The CC Project is addressed, first of all, to teachers who teach students in the field of consumer education, civic 
education or other related subjects/topics and secondly, to the students who are consumers of products and services 
and must know their rights. 
The website has been developed to make it easy for teachers to: 
x learn about consumer topics,  
x create or choose ready-made lessons,  
x teach their students, and 
x collaborate online with other teachers and classrooms around Europe.  
„Consumer Classroom” project and its result (the site) are dedicated to teachers who are willing to get involved in a 
dynamic web community for collaboration and discussion. They are able to: 
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x customise their profile,  
x search on the website,  
x work with teachers from other schools in Europe, 
x create innovative inter-school projects,  
x build their own teaching resources thanks to the helpful tools on the website.  
The website, launched in March 2013, is also a bridge built between the education actors and the consumer 
experts, both being encouraged to share information and advice through the various digital tools available on 
„Consumer Classroom” platform. 
The e-learning platform which holds the consumer classroom website would be, from the perspective of 
educational sciences, an example of good practice into new wave of learning theory, named connectivism.  
Whereas Siemens’ Connectivism: Learning as Network Creation [3] and Downes’ An Introduction to Connective 
Knowledge [4] initially garnered increasing attention in the blogosphere in 2005, an extended discourse has ensued 
in and around the status of connectivism as a learning theory for the digital age. 
According to connectivism, knowledge is distributed across an information network and can be stored in a variety 
of digital formats. Learning and knowledge are said to “rest in diversity of opinions” [5].  Learning transpires 
through the use of both the cognitive and the affective domains; cognition and the emotions both contribute to the 
learning process in important ways. 
In connectivism, the starting point for learning occurs when knowledge is actuated through the process of a 
learner connecting to and feeding information into a learning community.  Siemens (2004) states, “A community is 
the clustering of similar areas of interest that allows interaction, sharing, dialoguing, and thinking together”, as in 
particular case, try to offer www.consumerclassroom.eu. 
From another point of view, connectivism stresses that two important skills that contribute to learning are the 
ability to seek out current information, and the ability to filter secondary and extraneous information.  Simply put, 
“The capacity to know is more critical than what is actually known” [5].  The ability to make decisions on the basis 
of information that has been acquired is considered integral to the learning process. 
The learning process is cyclical, in that the learners will connect to a network to share and find new information, 
will modify their beliefs on the basis of new learning, and will then connect to a network to share these realizations 
and find new information once more. At this point the connectivism meets again with what website developers have 
proposed, that learning to be considered a “...knowledge creation process ...not only knowledge consumption.” 
Learners may transverse networks through multiple knowledge domains. The peripheries of knowledge fields are 
porous, allowing for the interdisciplinary connections to be made.  Siemens asserts, “The ability to see connections 
between fields, ideas, and concepts is a core skill” [5]. Again, the developers of consumer classroom website have 
had in mind these aspects and they put together all the best initiatives of all the 28 partners from the project. 
Connectivism, in the mean time, is the integration of principles explored by chaos, network, and complexity and 
self-organization theories [3]. Learning is a process that occurs within nebulous environments of shifting core 
elements – not entirely under the control of the individual. Learning (defined as actionable knowledge) can reside 
outside of ourselves (within an organization or a database), is focused on connecting specialized information sets and 
the connections that enable us to learn more are more important than our current state of knowing. Learning is 
considered, in the mean time, an interaction between the individual and his or her environment, a relational 
understanding. By extension, Papert (in 1991 formulated the theory of constructionism) asserts that „the computer’s 
role in learning ought to be enabling, as a means for children to use knowledge.” [6] 
Clark [7] extended Papert’s position with the theory of embodied active cognition, in which he argued that the 
scaffolding provided by language and “objects to think with” is a mutual interaction between mind, brain, and the 
environment, and may draw upon multiple theoretical frameworks (e.g., connectionist, cognitivist) to explain 
cognition.  Kerr [8] suggests that the ideas that are the basis of connectivism have already been developed by Clark, 
and that recent widespread recognition for the work of connectivism is due to the high visibility of networks in the 
current age (e.g., the Internet) compared with in the past. In connectivism, as Downes further states, “there is no real 
concept of transferring knowledge, making knowledge, or building knowledge.  Rather, the activities we undertake 
when we conduct practices in order to learn are more like growing or developing ourselves and our society in certain 
(connected) ways.” [9] 
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All these theoretical assertions about connectivism have been taken in consideration in the Consumer Classroom 
action-research Project and in his virtual product - consumer classroom website. 
1.1. Structure of the website 
 
Fig. 1 – Consumer Classroom’s website structure 
As it observed in the graphic organizer of the website, there are few items very important, such as: 
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x Lesson Builder, 
x My Resources, 
x My Inter-School Project,  
x and My Forums 
When the site opens, at the top of the screen there is a button, which acted, allows choosing one of the 23 
languages of the site / community and on the main screen there are three main directions: Resources, Collaborate 
and My Tools. 
 Activating “Resources” button one can observe four domains, with sub-domains:  
Subjects Theme Age Type 
Art Consumer Rights 12-14 years E-learning 
Biology Sustainable Consumptions 15-18 years Lesson Plan 
Business Studies Financial Literacy All  Project Work Idea 
Catering Advertising and Marketing Practices  Quiz 
Child Care Consumer Choice  Ready-to-use 
Citizenship Consumer Protection  Worksheet 
Consumer Studies Health and Nutritional Education  Package / Toolkit 
Customer Care Information and Communication  Serious Game 
Drama Social Media and Internet Safety  Images 
Economics Transport and Road Safety   
Language Media Literacy   
+ More Other   
 
“Collaborate” has, in turn, six sub-domains: Forum, User Collections, Inter-school Projects, Inter-school 
Competition, Teacher Directory and Experts. 
Acting on “My Tools” you can access (if you sign up) many features such as: My Profile, My Calendar, My 
Class, My Lessons, My Collections, My Inter-School Projects, My Resources, My Favorites, My Posts, My Blog, 
Private Messages, Account Settings and Logout. 
On the main screen there are other features such as: News, Partner, About, Training, Contact and Help. “News” 
contains three directions: News (last one for example: “BEUC campaigns for clearer labeling on meat”), Consumer 
Classroom in the Media (Newspaper articles, TV broadcasting, etc. from all the EU Member States) and Events (last 
one: “European Conference on Technology in the Classroom – 2014”). “Partner” button allow the access to the 
Project partners, Why partner with Consumer Classroom, National Team Partners, Credits (Consortium). “About” 
button open the way to: What is this website, Who is this website for, What is Consumer Education, Consumer 
Education and the European Commission, Why Teach Consumer Education?, Project funding, Benefits of sign up 
and Lesson Builder. “Training” button linked the users with: Training videos and Factsheets and finally ”Contact” 
and “Help” supports the user in finding various topics or issues, and answers frequently asked questions (FAQs). 
1.2. Contribution of the National Team Partner - “Aurel Vlaicu” University of Arad, Romania 
Since the website is primarily aimed at teachers, all the contributors to the site design decided to consider several 
points related of teachers, the firsts end-users, such as: respect teachers, be aware that teachers are professionals, a 
teacher is a teacher and teachers are more and more keen to use new technology. In these coordinates and those 
stipulated in contracts by ADETEF – European coordinator of the project, our research work was based. 
 
Along the period 2011-2014, the Romanian National Team Partner has completed different kind of activities 
which we present in the following, by types: 
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a. Needs’ analyze – about the reality of consumer education in our country. 
b. Revising all the information and links from “Dolceta” site, to keep it functionally until June 2012. 
c. Translation in Romanian or proofreading of different kind of materials, for the new site: 
- Consumer Classroom Glossary; 
- Announcements for the teachers about the launch of the site, about Inter-School Competition, etc. 
- E-mail to partners. 
d. Searching for pedagogical resources in electronic format, in Romanian language, for setting up a 
“pedagotheque” in the consumer education domain. In this huge task (between November 2012 – January 
2014) we had to add new resources, to rate them, to write a review for each and then to assess them, as it 
shown below: 
- So, in the first phase, we searched and assessed 103 pedagogical resources (almost all European 
partners, considering that France followed with 67, Benelux 33  and UK 20), with evaluation grid 
including: author, contact, language, title, main focus, remarks, short description, evaluation; 
- In the second wave, we search other 34 new pedagogical resources filling in a grid for pedagogical 
material evaluation (unique for all project partners) including: link, tile of material, author, teaching 
subject, theme, file format, type of material, country of origin, language(s), age level, introduction text, 
description text, data creation, data update, cost, availability, tags, and authorization to download. We 
delivered pedagogical materials in consumer education related with: Biology (2), Business studies (4), 
Catering (3), Citizenship (6), Consumer studies (12), Customer care (33), CSPE (2), Economics (6) and 
Language (1). We can illustrate with a few titles, such as: “Siguranta alimentara”, “Verifica-ti 
cunostintele in managementul finantelor”, “Verifica-ti cunostintele in siguranta si sanatatea 
cumparatorului”, “Transport aerian – asistenta pentru consumatorii cu nevoi speciale”, “Folosirea si 
evaluarea informatiei – mijloace de predare si invatare” etc. 
e. Searching and inviting teachers, schools, experts, NGOs and National Bodies to become key partners of the 
project. 
- 23 teachers 
- 5 schools 
- 4 NGOs 
- 1 National Agency 
And over 200 teachers, registered as users. 
f. Participating at the assessment of 7 Factsheets – Food label, Social media and Internet safety, Making 
budget, Consumer complain, Advertising and marketing. 
g. Participating at the survey on curriculum and internet equipment in Romanian Educational System, related 
with consumer education and into interview with 2 teachers for “Consumer Classroom Acceptance Test – 
Qualitative debrief”. 
h. Participating at 2 sessions of training on Skype, with all the European partners. 
i. Promoting Inter-school Competition at national level (2013 and 2014) and proposal themes to Consortium, 
for this European Competition under the “Consumer Classroom” project. 
j. Accessing Expert webpage and applying to become an Expert (2 of us). 
k. Visiting forum and adding comments to it. 
l. Participating on LinkedIn Network, in “Consumer Classroom Group” (over 98 members) with comments 
about various kind of theme related with consumer education. 
m. Promoting at local, regional and national level the site www.consumerclassroom.eu, as a product of the 
project “Consumer Classroom”. 
 
As observed above, we have done a laborious work of research, data processing, delivering results validated to be 
configured on site, attempting the operation site and promoting it. 
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1.3. Benefits of the website, as interactive tool 
Using the site into the courses and seminars of “Computer Assisted Instruction”, “Information Technology and 
Communication” and “E-learning in teacher training” academic subjects, was a very good example of interactive 
tool and educational platform for our students. Enabling them to register as users, they were guided how to use the 
site, especially to project lessons with educational resources available on the platform as interactive application of 
what they learned and thus, they were motivated, had rewarding and had fun. And we, professors, have found that 
understanding new technologies led to better learning and integrating them in the didactical act for which they 
prepared. These, on one hand. 
On the other hand, we were interested if connectivism's germs were present, in their various aspects, as 
mentioned at the beginning of chapter 2.  
Thus, from the observation sheets' data, it was deduced that the website allows students’ interaction, promotes 
dialog and sharing and thinking together for the main goal, to learn, exactly what connectivism theory said. 
Proposing student workloads in consumer education, and they, in order to achieve them, have accessed the site 
www.consumerclassroom.eu, just for entering into knowledge creation process ...not only knowledge consumption, 
as it said in connectivism theory. Then, students accessing the site, they had the opportunity to integrate the 
principles explored by chaos, network, and complexity and self-organization theories, as stipulated by the theory of 
connectivism as well. Not the least, students learned to grow and develop themselves in a new way - connected, as 
connectivism also reveals. 
Noting these aspects at the university level, somewhat validating the capability of the site, we greatly promoted it 
towards Secondary Schools in Romania because actually it primarily addresses to them. So, more than 200 teachers 
of different specialties were registered as users and utilizes CC platform to educate students in the rights and 
obligations of consumers. Efficiency of the learning process was over the traditional way, as they stated in 
interviews. They said that their students, connected to a network such Consumer Classroom for sharing and finding 
new information, have modified their beliefs on the basis of new learning, have shared these realizations with their 
colleagues and found new information once more. In this way, it was proved the presence of the elements of the 
connectivism theory. Teachers consisted then, that the computer’s role in learning was validated as a means for 
students to use knowledge, idea which also belongs to the connectivism. 
Moving on to another level and noting the European “Inter-School Competition” launched, teachers have 
persuaded their students to participate in projects for becoming visible, they and their school, and proving that “the 
learning is the network”, as Siemens (2006) claimed in connectivism theory [10]. 
The Inter-School competition held on Consumer Classroom website had become, in two years, a popular annual 
event. The competition encourages teachers to collaborate with a school in another EU country to build a multi-
disciplinary project on a given theme. The theme of 2014 year’s competition was “Online Shopping”. European 
teachers were invited to involve their students in a funny and exciting project, to think creatively and share their 
ideas on a range of topics including online advertising, shopping safely online, choosing the best products, value for 
money and the benefits of EU and national regulations. Using the consumer classroom ready-to-use teaching 
resources and interactive tools, teachers could create and share an intercultural experience of learning and engage 
their class with the chance of winning great prizes. The competition, opened to all secondary schools (12-18 year old 
students) across the EU, offered the teams the possibility to prepare either: a video to showcase good practices in 
online shopping; or a multimedia lesson showing the advantages and disadvantages of shopping online. In 2014, 20 
projects were first assessed by a panel of 6 jury members composed of: a French consumer education specialist; a 
Spanish teacher on ICT; an Italian university teacher of private law; a Romanian member of the financial products 
comparison website www.FinZoom.ro; a Croatian teacher and a Romanian representative of the National Authority 
for Consumer Protection. On the 20 projects the jury short-listed 10 projects. The two best projects were selected 
through a wide open votation, organized on the Consumer Classroom website. First prize was a trip to Brussels for 
the project team to visit the European Capital and the main European Union Institutions. The second prize was one 
item to equip the winners' class/school of their choice. 
During the 2014 Inter-School Competition 2 projects out of the 20 have been submitted by a Romanian-
Bulgarian team composed of 25 students of 16 to 18 year olds. 11 students coordinated by Mirela Vijulie from the 
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“Colegiul National & Ecaterina Teodoroiu” of Targu-Jiu, Romania, and 14 students coordinated by Dimitrina 
Arnaudova from the “Private English Language Secondary School” of Chelopech, Bulgaria collaborated for 
designing the projects. Both projects have been short-listed by the jury of the competition thanks to the quality of the 
structure and explanation given to the main approaches of “Online shopping”. The 2 project entries were both videos 
presenting the best practices to shop online. The Romanian and Bulgarian students exchanged a lot via Skype and 
Facebook to discuss and build the storyboard of their videos.  
They decided to present: 
x A project called “Advantages and Disadvantages of Online shopping”. The video alternates between animation of 
the principal points of the lesson and interviews of the students acting their ideas. 
(http://www.consumerclassroom.eu/inter_school_project_competition/advantages-and-disadvantages-online-
shopping, [11])  
x A project called “World of Online Shopping”. The video presents how two country girls are testing the efficiency 
of the virtual world by Shopping Online. It shows clearly the advantages of online shopping with a great 
choreography from the students on the song Vogue of Madonna. 
(http://www.consumerclassroom.eu/inter_school_project_competition/world-shopping-online, [12]) 
If in the first edition, Romania has had participants without prize, in the second edition of this competition, 2 
Romanian student’s teams have had very good results: II-nd place for “World of Online Shopping” as was described 
above, and VI-th place for an other Romanian team with the project so called “Online shoping”. 
1.4. www.consumerclassroom.eu in the figures 
For having an idea about the significance of this interactive website at teachers’ disposal, we can show below 
that: 
x 14th March 2013 online launch of Consumer Classroom; 
x 23 European language versions (all EU official languages); 
x 64,000 unique visitors on the website in April 2014; 
x Over 6,000 registered users from which over 5,000 teachers are part of dynamic web community of teachers 
throughout Europe and beyond; 
x 23 school subject covered from literature to mathematics, home economics, sciences and languages; 
x 11 consumer education themes, from sustainable and responsible consumption to financial literacy, amongst 
others; 
x 10 collaborative tools (Forum, Lesson Builders, Inter-School Projects & competitions, Live Chat, etc.); 
x 800 ready-to-use teaching resources collected and evaluated by our network of national focal points; 
x 900 lessons created by the teachers registered on the website; 
x 68 projects’ entry for the Inter-School Competition (48 in 2013 and 20 in 2014) 
x 5 social media channels (Facebook, LinkedIn, YouTube, etc) 
x 1,000 partnerships built across Europe. 
Those figures represent in fact the validation of this site and the technique used for its designing under the 
“Consumer Classroom” action-research project. 
2. Conclusion 
In the educational domain, a multitude of Web applications – including www.consumerclassroom.eu website – 
are being used to enhance the student’s experience, particularly in terms of collaboration and communication.  New 
learning environments are informing present and future trends from which both educators and students stand to 
benefit. Moreover, the way in which global networks and communities of interest are currently being formed 
through emerging technologies is encouraging young people, in particular, to develop new, creative, and different 
forms of communication and knowledge creation outside formal education, such as consumer protection. 
Consumer Classroom European website, designed for the teachers and their students 12-18 years old, is a very 
useful virtual instrument for teaching and learning consumer education, in an interactive way. For the teachers, is an 
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effectiveness tool from Learning Management System category, that can help them in their didactical 
communication with other teachers (not only from their country but all over from the EU) and with their students.  
However, let's say that the Romanian school systems have not developed a connectivist model within which to 
deliver curricula, partly because educational staff and institutions have not caught on to the possibilities that digital 
technology have to offer, and partly because not all people are autonomous learners. Then, there is a need for 
educators to closely follow and influence the developments and the debates, and seriously research how their 
institutions can evolve using the emerging technologies to their and their learners’ advantage.  In doing so, they 
would ensure that education can secure its role of critical engager, and at the same time make the best use of 
technology – that is in making connections with information and knowledgeable others all over the world to enrich 
learners lives and the communities in which they live. 
Connectivism, however, continues to play an important role in the development and emergence of new 
pedagogies, where control is shifting from the tutor/educator/teacher to an increasingly more autonomous learner. 
For the researchers in educational sciences, CC is a virtual instrument whereby could try to find out if the 
principles of connectivism are confirmed or not. 
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